
Assessment



Bloom’s Taxonomy



SOLO Taxonomy



Teaching Teaching and Understanding 
Understanding

• https://www.youtube.com/watch?v=SfloUd3e
O_M

• 3:20

https://www.youtube.com/watch?v=SfloUd3eO_M
https://www.youtube.com/watch?v=SfloUd3eO_M


Two Traditional Approaches

• Individual Learning Goals

• Evidence-Centered Design (ECD)



Learning Goals

• Design question that gets at each level of the 
taxonomy

• Analyze at what level they answer the 
question



Types of Learning Goals

Where do these types of learning goals fall in 
SOLO / Bloom’s taxonomies?



Civilization-style game

Build a civilization 
Like a cozy game

Gain resources:
Collect taxes
Grow / sell crops, products

Decisions on where to spend resources:
Build more houses (+population, +taxes) 
Make goods (+income)
Expand city limits (+land for house building)
Learn new skills (+products, +population density)
Train army units (+defense, +resources from other towns)



What different things could we teach 
through a Civilization-like game?

Economics

Diplomacy

History

Agriculture, construction, trades

Science & history of inventions

Urban planning

Geography



Civilization learning content

Geography (cities & peoples)

Timelines - dominating nearby rules over time

Technology throughout history (e.g. bronze, 
clay)

Wonders of the world

Strategy

Diplomacy



Breakout #1:
School-style Assessment design

Choose one of the learning content area

1) Design an assessment question for each level 
of Bloom’s Taxonomy.

2) Design one broad assessment question and 
possible answers that would be graded 
according to SOLO Taxonomy





Breakout #2:
Integrating learning content

Choose one of the learning content area

Make a list of design decisions that would help 
teach different aspects of that content area in 
the game



ECD



Similar to learning trajectory!
Weights also attached but 
not shown here.



Identifying evidence for a single learning goal



• Design tasks that allow learners to provide 
evidence that demonstrates competency



Breakout #3:
Integrating learning content

Choose one of the learning content area

Design in-game challenges that would assess 
content

1) Explicit assessment (what would questions 
look like, what is incentive)

2) Sneaky assessment



Breakout #4:
Your Game

Choose one learning goal from your game

1) Make an evidence grid (one row of it)
2) Describe an in-game assessment strategy for 

it


